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SELECTION OF OPERATIONS IN A 
COMPUTER SYSTEM 

FIELD OF THE INVENTION 

The present invention relates generally to computer sys 
tems having user interfaces through Which a user can select 
operations to be performed by the computer system, and in 
particular to the mechanisms used to enable the user to 
invoke such operations. 

BACKGROUND INFORMATION 

User interfaces alloW the computer user to interact or 
communicate With the computer system. User interfaces are 
typically implemented With a display screen and a user 
controlled entry device, such as a keyboard, mouse, 
microphone, light pen or the like. The display screen dis 
plays information and data to the user and the user uses the 
entry device to give commands and provide information to 
the computer system. 

During recent years, more and more people have Wanted 
and needed to use the poWer of the computer in their daily 
Work. HoWever, generally these users do not Want to be 
required to knoW speci?c commands, operators, syntax 
rules, etc, and much Work has been expended on developing 
user interfaces Which alleviate the need for such levels of 
knowledge. The most common form of user interface noWa 
days is the so-called graphical user interface (or GUI). 
Typically, a GUI presents the user With WindoWs and icons. 
WindoWs typically include a menu bar, a tool bar, and a 
client area. The client area may typically include a number 
of icons, Which are small styliZed representation of entities 
(applications, folders, etc) With Which the user Works. 

To enable the user to invoke particular operations on the 
computer system, the user interface needs to provide selec 
tion mechanisms to the user. In a typical user interface 
environment, this may be achieved by de?ning ‘actions’ 
Which the user can select via ‘vieWs’ of those actions 
provided via the user interface. For the purposes of this 
application, an action can be de?ned as a user initiated event 
Which invokes an operation. The ‘vieWs’ used to represent an 
action Within the user interface may take a number of 
different forms, both visual and non-visual. 

Typical examples of visual vieWs used in GUIs Would be 
a Word or phrase on a menu bar (as illustrated in FIG. 5A 
Where the ‘Print’ action is selected from a Word vieW), a 
graphical representation such as an icon or bitmap on a tool 
bar (as illustrated in FIG. 5B Where the ‘Print’ action is 
selected from a print bitmap vieW), or other visual controls 
that enable user selection or input. Examples of such other 
controls are a combination box control that alloWs font 
selection (as illustrated in FIG. 5C), or an entry ?eld that 
alloWs the setting of a string property such as setting the 
name of a directory or setting a tool bar name (as illustrated 
in FIG. 5D). These controls could appear anyWhere Within 
the user interface including a tool bar or a WindoW layout. 
Further examples of visual vieWs are illustrated in FIG. 5E, 
Where the print action is selectable from a context menu 
displayed by depressing the right mouse button Whilst 
positioned over the WindoW area, and in FIG. 5F Where the 
print action is selectable from a push button vieW in a 
WindoW layout. 

Examples of non-visual vieWs Would be accelerator data 
such as ‘Ctrl+P’ used to select a print action, speech pattern 
data used to determine Whether a speech input has selected 
the action, or gesture data to determine Whether an input 
gesture (such as a stroke of a pen on a tablet) is a selection 
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2 
of a particular action. For the purposes of the present 
application, all such mechanisms for selecting actions 
(Whether visual or non-visual) Will be referred to as ‘vieWs’. 

Currently, When developing applications, a signi?cant 
amount of developer effort is required to provide the func 
tionality required to enable the user to select actions. 
Additionally, there is a problem in achieving user interface 
and functional consistency betWeen applications that display 
vieWs of actions Which are functionally perceived by the 
user as being the same. 

One reason Why enablement of these actions is so time 
consuming to the developer is that there are a number of 
different places Within an application Where the user can 
select the same action, since there may be many vieWs of a 
particular action available for selection by the user in 
different places Within the user interface. Obvious vieWs on 
actions are those found Within menu bars, tool bars and 
context menus. HoWever, there are also, for example, many 
places Within an application Where the user is presented With 
a push button that opens a dialog or WindoW. This ‘action’ 
could quite easily be available from a menu bar or context 
menu in other circumstances. 

Some actions open dialogs, like the ?le open dialog, and 
some actions do not, but still perform an operation, like the 
cut, copy and paste actions. The thing that binds these 
operations together is the fact that they are made available 
to the user from vieWs of actions. An example of this is 
Where a user can select a print option from a menu bar pull 
doWn, a tool bar button on a tool bar, an entry on a context 
menu, or for example a push button on a dialog. Essentially 
the same operation of opening a print dialog occurs, but the 
visual selection mechanisms are different to achieve the 
same result. 

A second consideration Which increases the amount of 
effort required by the developer is that there are a number of 
different input mechanisms that can be employed by the user 
to select the same action. The standard point and click 
mechanism of the mouse is Well understood, and this Would 
be the typical mechanism used to select visual vieWs dis 
played via the GUI. HoWever, a number of actions also have 
accelerator options that alloW selection via a speci?c char 
acter on the keyboard (eg ‘P’ for selecting the ‘Print’ action). 
Further, speech enabled applications alloW the user to speak 
commands, so that for example the user can say ‘Print’ to 
open the print dialog, and if a pen gesture has been de?ned 
for opening a print dialog, pen enablement Will add another 
vieW that may be available for the user to select the action. 

Additionally, there are situations Where small interface 
behaviors are so pervasive that the same piece of code is 
Written repeatedly throughout an application. An example of 
this is When an application has a number of dialog type 
WindoWs that alloW the user to cancel out of the WindoW 
Without applying any changes. The visual representation of 
this function may, for example, be a ‘Cancel’ push button, 
but usually there is also a keyboard mechanism to achieve 
the same result, for example selection of the ‘Esc’ key. 
Traditionally the developer Would have to code three things 
to achieve this function, namely: a) to provide a push button 
on a dialog; b) to add the escape accelerator to the accel 
erator table; and c) to provide the cancel procedure Within 
the application code. These three stages Would normally be 
repeated every time the escape function is needed for an 
individual WindoW. 
The application developer thus currently has to Write a 

signi?cant amount of code to cope With these different 
scenarios, and When neW technology is introduced, e.g. 
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speech, additional Work is needed by the developer to make 
that neW selection mechanism available to the user. Since 
there are a number of permutations for the developer to 
remember, there are times When certain selection mecha 
nisms are not enabled Within products. This leads to usabil 
ity problems across products, Where one application Works 
one Way, and another does not. Added to this, the various 
vieWs on the same actions usually are constructed in a 
number of different Ways, and once constructed have little to 
no user customisation capabilities. 

From the above, it Will be apparent that there is currently 
a lot of Work for the developer to do in order to fully support 
the various vieWs of actions, both visual and non-visual, that 
are required. It is an object of the present invention to 
provide a system and method Which alleviates the above 
identi?ed problems. 

SUMMARY OF THE INVENTION 

VieWed from a ?rst aspect the present invention provides 
a computer system having a user interface through Which a 
user can select an action in order to invoke a desired 

operation, the action being selectable by one or more vieWs 
provided via the user interface, the system being character 
ised by: means for providing an action object to represent an 
action, the action object de?ning, for each of said one or 
more vieWs that can be employed to represent that action, 
the attributes required to provide that vieW, and an identi?er 
to identify the operation to be invoked upon selection of the 
action; identifying means for identifying When a user selec 
tion of a vieW has occurred, and for informing the associated 
action object of that selection; the action object being 
responsive to the identifying means to employ the identi?er 
to generate a command to invoke the desired operation. 

In preferred embodiments, the computer system is con 
nectable to a display device to display a graphical user 
interface, and at least one of the vieWs that can be employed 
to represent the action is a visual vieW displayable via the 
graphical user interface, the attributes de?ned in the action 
object for said at least one of the vieWs including data 
required to produce the visual vieW. 

VieWed from a second aspect, the present invention 
provides a method of operating a computer system having a 
user interface through Which a user can select an action in 
order to invoke a desired operation, the action being select 
able by one or more vieWs provided via the user interface, 
the method being characterised by the steps of: (a) providing 
an action object to represent an action, the action object 
de?ning, for each of said one or more vieWs that can be 
employed to represent that action, the attributes required to 
provide that vieW, and an identi?er to identify the operation 
to be invoked upon selection of the action, said action object 
being responsive to such selection to employ said identi?er 
to invoke the desired operation; (b) identifying When a user 
selection of a vieW has occurred; and (c) responsive to an 
identi?cation of a user selection of a vieW, informing the 
associated action object of that selection, thereby to invoke 
the desired operation. 

VieWed from a third aspect the present invention provides 
a program product for use With a computer system having a 
user interface through Which a user can select an action in 
order to invoke a desired operation, the action being select 
able by one or more vieWs provided via the user interface, 
the computer system further having a processor for running 
an application, and a memory for storing data used by the 
application, the program product being arranged to provide 
the folloWing functions When loaded in to the memory of the 
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4 
computer system: means for providing an action object to 
represent an action, the action object de?ning, for each of 
said one or more vieWs that can be employed to represent 
that action, the attributes required to provide that vieW, and 
an identi?er to identify the operation to be invoked upon 
selection of the action; identifying means for identifying 
When a user selection of a vieW has occurred, and for 
informing the associated action object of that selection; the 
action object being responsive to the identifying means to 
employ the identi?er to generate a command to invoke the 
desired operation. 
VieWed from a fourth aspect, the present invention pro 

vides a program product for use on a computer system to 
develop an application, the application being intended for 
use on a system having a user interface through Which a user 
can select an action in order to invoke a desired operation, 
the action being selectable by one or more vieWs provided 
via the user interface, the program product being arranged to 
provide the folloWing functions When loaded on the com 
puter system used to develop the application: generation 
means for generating an action object to represent an action, 
the action object de?ning, for each of said one or more vieWs 
that can be employed to represent that action, the attributes 
required to provide that vieW, and an identi?er to identify the 
operation to be invoked upon selection of the action, the 
action object being responsive to such selection to employ 
the identi?er to invoke the desired operation. 

According to the invention, a single mechanism is pro 
vided for dealing With actions. This mechanism takes the 
form of an OOP object Which de?nes, for each available 
vieW that can be employed to represent that action, the 
attributes required to provide that vieW, and an identi?er to 
identify the operation to be invoked upon selection of the 
action. 

Object Oriented Programming (OOP) is a particular 
approach to softWare development Which implements 
required functions by Way of ‘messages’ sent to ‘objects’. 
An ‘object’ is a softWare package that contains a collection 
of data and related softWare procedures (often called 
‘methods’). Typically, objects are created as instances of a 
particular ‘Object Class’, the class being a template for 
de?ning the procedures and data for a particular type of 
object. A ‘message’ is a signal sent to an object to request 
that object to carry out one of its procedures. Hence a 
message sent to an object Will cause a procedure to be 
invoked to implement the required function. 

For the purposes of the present application, the OOP 
object provided for dealing With actions shall be referred to 
as an ‘action object’. In preferred embodiments, this action 
object de?nes, for each available user selection mechanism 
(or ‘vieW’) that can be employed to represent that action, a) 
the attributes required either to construct a visual represen 
tation of the action for visual user selection or to construct 
other representations that enable selection through non 
visual mechanisms, and b) an identi?er to identify the 
operation to be invoked upon selection of the action. Pref 
erably this identi?er consists of a unique identi?er for the 
action object selected, and an application call back mecha 
nism that is automatically invoked When the action is 
selected in order to cause the desired operation to take place. 
By such an approach, an application can de?ne a single entry 
point to be de?ned When an action is selected Without having 
to be aWare of Which input mechanism generated the call (eg 
mouse, keyboard, speech input, etc) or from Which vieW the 
action Was selected. 

Additionally, in preferred embodiments, the action object 
de?nes the current state of the action, such as Whether it is 
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enabled, disabled, latched or unde?ned. The state of an 
action describes its visible state on associated visual action 
vieWs and Whether the action is selectable from non-visual 
vieWs. The enabled state indicates that the action is currently 
available but not selected. The latched state indicates that the 
action is latchable and therefore can apply to further inter 
actions Within an application Without explicitly being 
selected again. An example of this is the ‘Bold’ action Within 
a Word processor. If this action is latched, further data entry 
by the user Will result in the Bold attribute being added to the 
neW text. A disabled state indicates that the action is cur 
rently unavailable. An unde?ned state indicates that the 
current user selection has an indeterminate meaning to the 
action. An example of this, again Within a Word processor, 
is When the user selects a number of sentences, each With 
different fonts. The ‘Font Selection’ action might normally 
offer visual feedback of the currently displayed font Within 
a font selection vieW, but in this case the state of the action 
is unde?ned because the action cannot determine the correct 
feedback to give to the user. 

By removing this functionality from the individual selec 
tion and input mechanism Where it is typically provided in 
prior art systems, the single action object can take the 
responsibility of notifying all the vieWs from Which it is 
currently available of any change in state. This removes an 
amount of vieW concurrency logic from the application 
code. The operation of providing standard techniques for a 
noti?cation frameWork betWeen objects is generally knoWn 
in the art. For example, Within the IBM Visual Age C++ 
product, classes are provided that perform this function. 
Other classes can pick up this behaviour by using the 
standard 00 technique of inheriting from Observer and 
Noti?er classes. 

In GUI environments the selection mechanisms for a set 
of actions are often grouped together in some Way. Usually, 
sets of actions are visually represented as menu bars, tool 
bars and pop up menus. HoWever, non visual representations 
can also be provided, such as accelerator tables Which enable 
keyboard selection for a set of actions. For instance, a tool 
bar may include a number of graphical buttons, each of 
Which is a vieW of a particular action, and selection of one 
of these buttons Will cause the speci?c action that the button 
represents to invoke the required operation. For the purposes 
of the present application, such groupings of vieWs shall be 
referred to herein as ‘collective vieWs’, irrespective of 
Whether such groupings are visual (eg menu bar, tool bar) or 
non-visual (eg accelerator table). 

It should be noted that collective vieWs may be nested 
Within other collective vieWs. For example a menu bar can 
be considered as a collective vieW, in that it includes vieWs 
for a number of different actions. Some of the entries in the 
menu bar (eg the Word “File”) may themselves represent 
collective vieWs, since once selected, another collective 
vieW may be displayed. For example, upon selection of the 
Word “?le”, a collective vieW may be displayed taking the 
form of a list. Words in this list Will be vieWs of particular 
actions, eg ‘Open’ is a vieW of the ‘open action’ used to open 
a ?le. 

In preferred embodiments of the present invention, a 
single mechanism for dealing With the construction of 
collective vieWs is provided. This mechanism takes the form 
of an OOP object, referred to as a menu de?nition, Which 
preferably contains: (a) a set of entries that individually 
represent either an action object, a separator or a reference 
to another instance of a menu de?nition; and (b) the 
attributes required to provide a representation for a collec 
tive vieW on actions (Whether visual or non-visual). 
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6 
Preferably, the menu de?nition also de?nes the context in 
Which the collective vieW of actions Will be displayed or be 
enabled for selection. 

In preferred embodiments of the present invention, the 
system comprises construction means for constructing a 
collective vieW of actions from a menu de?nition de?ning 
the collective vieW, the menu de?nition having entries 
identifying action objects and/or other menu de?nitions to 
be represented by the collective vieW, and the construction 
means being arranged to reference these action objects 
and/or other menu de?nitions in order to construct the 
collective vieW. 

Since the menu de?nitions reference action objects, and 
all the attributes required to construct a vieW of an action are 
contained Within that action object, menu de?nitions can be 
used for more than one speci?c collective vieW. For example 
a particular menu de?nition can be used to construct a 

textual menu bar, or an equivalent graphical tool bar, since 
in both cases, the action object for a particular entry in the 
collective vieW is referenced, and the action object Will be 
able to provide either the appropriate text (eg ‘Print’) or 
iconic form (eg a symbol representing a printer) dependent 
on What type of collective vieW is being constructed. 
As mentioned earlier, a menu de?nition may, in preferred 

embodiments, include context information identifying under 
What circumstances collective vieWs represented by the 
menu de?nition should be displayed or enabled. By default 
a menu de?nition, and thereby its associated ‘collective 
vieW’, is alWays enabled or displayed, hoWever as an 
example, a pop up menu or context menu can have at least 

one context associated With it so that it is only displayed 
When its oWn context state is true. 

Context may be applicable to any menu de?nition or 
collective vieW. For example, a menu bar may include 
embedded menu de?nitions that are alWays displayed, 
regardless of application context (eg. the ‘File’ pulldoWn 
menu, the ‘Edit’ pull-doWn menu, etc.), and some entries 
Which are only applicable to certain contexts. For instance a 
menu bar may contain an embedded menu de?nition that 
provides a set of actions that manipulate graphical images. 
This set of actions may only be applicable When a graphical 
object is selected by the user, therefore When a graphical 
image is not selected, the menu bar Would not display the 
embedded menu de?nition. The menu bar is able to make 
this decision by comparing the context of embedded menu 
de?nitions against the current application context. 

In preferred embodiments, an action palette vieW (280) is 
provided Which is displayable on the display device (55) to 
provide a list of available actions. This alloWs the user direct 
editing capability of attributes of an action. Further, the 
palette vieW is preferably drag-drop enabled Which alloWs 
the user to readily add actions to visual collective vieWs. 

BRIEF DESCRIPTION OF THE DRAWINGS 

The present invention Will be described further, by Way of 
example only, With reference to a preferred embodiment 
thereof as illustrated in the accompanying draWings, in 
Which: 

FIG. 1 is a block diagram illustrating a system in accor 
dance With the preferred embodiment of the present inven 
tion; 

FIG. 2 is a schematic diagram further illustrating a system 
in accordance With the preferred embodiment of the present 
invention; 

FIG. 3 is an object diagram illustrating the objects and 
relationships required to create collective vieWs using action 
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objects and menu de?nitions in accordance With the pre 
ferred embodiment of the present invention; and 

FIG. 4 is a diagram illustrating the How of control When 
a user generates a selection Within a collective vieW Which 
results in the associated operation being called. 

FIGS. 5A to SF illustrate various examples of visual vieWs 
used to represent actions. 

DESCRIPTION OF A PREFERRED 
EMBODIMENT 

The system of the preferred embodiment Will be discussed 
With reference to FIG. 1, Which is a block diagram shoWing 
the main functional elements of the system. FIG. 1 illustrates 
a typical computer system 1 having an operating system 35 
installed thereon, a central processing unit 2, memory 15, a 
storage device 8 Which may be incorporated as part of the 
system or accessed remotely, and a display device 55 
connectable to the computer system. 

The processor 2 is arranged to pass display data to the 
display means 50 for display on the display device 55. As 
Will be appreciated by those skilled in the art, the operation 
of the display means is generally knoWn in the art, and hence 
need not be discussed in any further detail herein. It suf?ces 
to say that it encompasses the various softWare and hardWare 
components used to pass data to the display device 55. In the 
IBM OS/2 operating system, a layer of OS/2 call Presenta 
tion Manager is used for this purpose. 

In the preferred embodiment of the invention, a standard 
GUI is displayed on the display device 55 presenting the 
user With a number of WindoWs and icons. A softWare 
application 7 is associated With one or more of these 
WindoWs in the GUI. To enable the user to interact With the 
application 7 so as to invoke particular operations, the GUI 
preferably provides visual vieWs of certain actions Which the 
user can select. In addition, certain non-visual vieWs such as 
accelerator data Within an accelerator table may enable the 
user to select keyboard characters to invoke actions and 
hence the corresponding operation. 

The user Will select the vieWs via an appropriate input 
device connected to the computer system 1. EXamples of 
such input devices are a mouse 70, a keyboard 80, a 
microphone 90, or a pen 100. As Will be appreciated by those 
skilled in the art, for visual vieWs such as buttons, menu bars 
and tool bars, the user Would typically use the mouse 70. 
HoWever, he/she may also choose to select actions via key 
entries on the keyboard 80 (eg accelerator keys), gesture 
entries via the pen, or voice entries via the microphone. 
HoWever the input signal is generated, it Will be received by 
the input means 3, and is then passed on to the identifying 
means 4 for analysis. As Will be appreciated by those skilled 
in the art, the function of the input means 3 is typically 
provided by the operating system/GUI of the system, for 
eXample the mouse driver code in the case Where the input 
device is a mouse. The identifying means 4 is preferably a 
softWare process eXecuted under the control of processor 2 
to identify Whether the input signal corresponds to a selec 
tion of a particular vieW of an action. In the preferred 
embodiment, the manner in Which this identi?cation is 
performed is provided as part of an action frameWork, Which 
Will be discussed in more detail later With reference to FIGS. 
2 to 4. HoWever, it is not necessary to provide this function 
as part of the action frameWork, and instead, as Will be 
appreciated by those skilled in the art, the identifying means 
4 can be provided elseWhere. 

Once the identifying means 4 identi?es that a user selec 
tion of a vieW has occurred, the associated object 20 in 
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memory 15 is noti?ed. Then, under the control of the 
processor 2, the object invokes a speci?ed operation de?ned 
Within the object. For eXample, if the vieW corresponds to a 
print action object, then that print action object Will de?ne 
a printing operation to be invoked upon selection of the print 
action. 

To enable objects to be created Within the memory 15, a 
generation means 5 is provided. This alloWs the application 
developer to de?ne objects to be used by the application 7. 
In the preferred embodiment, this function is provided as 
part of the action frameWork, Which Will be described more 
fully later With reference to FIGS. 2 and 3. HoWever, an 
action frameWork is not essential. Instead, as Will be appre 
ciated by those skilled in the art, the developer can construct 
his/her oWn objects using standard OOP techniques. By 
de?ning classes of objects Which provide the standard vieW 
attributes and procedures relevant to objects of that class, the 
developer can then readily create multiple instances directly 
from those classes. 

The system of the preferred embodiment further com 
prises a construction means 6 Which, under the control of the 
processor 2, is used to create collective vieWs from menu 
de?nition objects 20 stored Within the memory 15. Menu 
de?nition objects, like action objects, are created by the 
generation means 5, and the construction means 6 is then 
used to produce collective vieWs such as tool bars, menu 
bars, and accelerator tables from those vieWs. In preferred 
embodiments, the construction means 6 is also part of the 
action frameWork, but it Will be apparent to those skilled in 
the art that this function can be provided elseWhere. All that 
is required is to provide some function to construct the 
collective vieW from the de?nitions in the menu de?nition 
object. The process for constructing collective vieWs Will be 
described in more detail later With reference to FIG. 3. 

The system of the preferred embodiment Will noW be 
discussed in more detail With reference to FIG. 2, Which is 
a block diagram shoWing the main functional elements of 
the system. As mentioned earlier, in the preferred 
embodiment, the system is provided With an Action Frame 
Work 10 that comprises a set of base objects 20 that can be 
logically ‘Wired’ together With application code for perform 
ing a task. The action frameWork 10 uses the underlying ?le 
system 30 of the operating system to load from system 
storage and store in memory 35 the vieW attributes that are 
associated With the vieWs of objects that eXist Within the 
frameWork 10. 

Once the menu de?nitions and action objects required by 
a particular application have been constructed, the display 
management system 40 of the operating system (provided by 
‘Presentation Manager’ in IBM’s OS/2 operating system) is 
used to create the necessary signals for the display interface 
50 to display the vieWs of those objects on the display device 
55. Typically, these vieWs Would be displayed in a GUI 
WindoWing interface 60. HoWever, With the introduction of 
neW input and output mechanisms such as speech, it Will be 
appreciated that other output devices such as speech output 
devices could be used in addition to, or instead of, the 
display device 55. 

Via the GUI interface 60, the user can interact With the 
system in order to select choices. Selection can be achieved 
by the user in more than one Way, including a standard 
pointer device such as a mouse 70, a keyboard 80, a speech 
input device 90, a pen input device 100 or through a touch 
screen. Whichever Way the user makes a selection, the 
various device drivers Will create an event that is handled by 
the Event Management system 110 of the operating system. 
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Within IBM’s OS/2 operating system, the event manage 
ment function is handled by the operating system and 
Presentation Manager by provision of a standard control and 
WindoWing massaging system. 
As Will be discussed in more detail later, the selection 

event can be mapped to one of the objects 20 Within the 
action framework 10, and this Will cause a routine to be 
invoked that Will perform the requested task irrespective of 
hoW or Where the selection event is generated. 

The base objects Within the Action FrameWork 10 Will 
noW be discussed With reference to FIG. 3, Which is an 
object diagram illustrating hoW, in accordance With the 
preferred embodiment of the present invention, objects are 
constructed to alloW multiple vieWs, and further hoW col 
lective vieWs can be created through relationships betWeen 
objects. 

Within the preferred embodiment, a base action object 
200 is created Which contains all the vieW attributes that are 
associated With a speci?ed action. In the preferred 
embodiment, the action frameWork 10 provides an applica 
tion extendable prede?ned set of vieW attributes 212 for 
common action types 210 that are stored Within the under 
lying ?le system 30. This single set of action types are 
accessible by more than one object or application Within the 
system, and therefore customisation of action type data Will 
affect any object or application that uses these common 
action types. 
Common action types include tasks like ‘Cut’, ‘Copy’, 

‘Paste’ and ‘Print’, and for each action type there is stored 
all the vieW attributes that are needed to represent vieWs of 
that action. Such vieW attributes Would typically include the 
folloWing information: 
Menu Text and Button Text (eg. ‘Print’) 
Graphic (eg. Print bitmap or icon) 
Accelerator data (eg. ‘Ctrl+P’) 
Mnemonic (eg. ‘P’ Which is used for Menu navigation) 
Hover help (eg. ‘Prints the selected object’) 
Style attributes (Whether the action is latchable or dis 

played to the user Within an action palette (a list of 
available actions)) 

Category (What type of action it is eg. a File action) 
Speech pattern (if de?ned) 
Gesture (if de?ned) 
Since action type attributes 212 are used to construct 

instances of an action object 200, this data can be vieWed as 
being class Wide for a particular action type. This means that 
there Will only be one set of data for a ‘Print’ action type 210, 
even though an application might have a number of print 
action objects 200 Which, for example, represent printing to 
different printers. 

In addition to action type attributes, the action object 200 
itself contains data that is pertinent to a speci?c instance of 
an action. For instance, each action object Will have: 

a unique identi?er 214 (used for event routing from a user 

selection) 
a current state 216 (Whether the action instance is 

available, latched, unavailable, or has an unde?ned 
state) 

a call back function 218 (Which identi?es the application 
de?ned code that Will be called as a result of selection 

of the action) 
In the preferred embodiment, the developer that Wishes to 

generate a common action such as a ‘Print’ action, need only 
create the printing operation 220, and provide a pointer 218 
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to this operation to the action object. The printing operation 
Will then be invoked When the action is selected. The 
printing operation can be provided at an action type level 
220, such that if there is more than one print action object 
Within the system, they Will all call the same printing 
function 220 When selected. Alternatively, the print function 
can be speci?ed at an instance level, in Which case there Will 
exist a different call back function for each print action 
instance. 

Action type attributes 212 are set and queried through the 
action object 200. Therefore the action object supports 
certain ‘methods’ to provide the capability to perform par 
ticular functions, for example: 

Set and query the attributes of the action object. 
Hold the current state of the action, i.e.Whether the action 

is highlighted, available or latched. 
Notify any ‘observers’ When any attributes are changed if 

all the vieW attributes are held and updated in the same 
place, then When attributes or the state of an action 
changes, the action object can notify any vieWs that are 
currently displaying it, so that they can refresh their 
display. 

AlloW for different types of vieW de?nitions to be held for 
the action, ie a tool bar vieW, a layout vieW. 

Provide a unique event identi?er to be generated, so that 
all the selection mechanisms and input mechanisms for 
the action create one event back to the application 
irrespective or hoW the user generated the call. 

Save and restore the action attributes 
From the above description, it Will be apparent that by 

providing such an object, common actions can be created 
that hold all the commonly de?ned visual and non-visual 
vieW attributes. Since the action object does not handle the 
actual operation that is performed by a selected action, an 
application can easily pick up the vieW selection 
mechanisms, and the actual operation applicable to the 
application domain can then be de?ned by the application. 
The above approach alleviates the amount of Work that is 

needed on the developer’s part to enable user selectable 
actions. Additionally, it solves most of the problems to do 
With inconsistencies of interface and functionality of com 
mon actions betWeen different applications, since it removes 
a large amount of Work that Would normally be needed to 
keep vieW concurrency betWeen different vieWs on actions, 
as all this Will be taken care of betWeen the action object and 
the action vieWs. If there are any vieWs of an action de?ned 
at the application level, then these can be registered as an 
observer of the action object, Which enables the vieW to be 
noti?ed When an action’s attributes or state changes. It is 
then up to the application de?ned vieW to change its repre 
sentation if required. 
The above description has discussed hoW the action 

objects are constructed, and hoW this enables consistent 
vieWs of such objects to be readily created. The manner in 
Which the system of the preferred embodiment handles 
collective vieWs Will noW be discussed. In order to enable 
collective vieWs to be created, Whilst maintaining interface 
consistency and selection consistency, a tree like structure is 
created that contains groups of action instances. A menu 
de?nition object 230 is constructed Which achieves this 
structure by holding a ?at set of menu entries 232, Which can 
either represent an action instance like the Print action object 
200, a separator that is used to distinguish grouping Within 
a visual display, or another menu de?nition instance, Which 
in itself contains another ?at set of menu entries. A tree like 
structure is thus achieved by embedding menu de?nition 
instances Within other menu de?nition instances. 
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Within the preferred embodiment, a base Menu De?nition 
object 230 is created Which contains all the vieW attributes 
that are associated With a speci?ed menu de?nition. 
Preferably, the Action Framework 10 provides a prede?ned 
set of vieW attributes 242 for common Menu De?nition 
types 240 that are stored Within the underlying ?le system 
30. Unlike the standard action type de?nitions 210, menu 
type de?nitions 240 are not customisable by objects or 
applications as content and ordering Within menus is related 
to single applications rather than across multiple applica 
tions. Therefore the menu de?nition object provides the 
customisation function of menus and also provides the load 
and store functionality required to load and restore indi 
vidual menu content and ordering. 
Common Menu types Would typically include a Standard 

Menu, File Menu, Edit Menu and Help Menu. For each 
menu type there exists all the vieW attributes that are needed 
to build collective vieWs. This data Would typically include 
the folloWing information: 
Menu Text (eg. ‘File’) 
Graphic (eg. File bitmap or icon) 
Mnemonic (eg. ‘F’ Which is used for Menu navigation) 
Hover help (eg. ‘This is the set of actions that can 

manipulate ?les’) 
Context (eg. ‘AlWays’. In other Words alWays display this 
menu independent of application or object context) 

Entries (eg. NEW action type, OPEN action type, 
SEPARATOR, SAVE action type, SAVEAS action 
type, SEPARATOR, PRINT action type) 

In the preferred embodiment, the developer that Wishes to 
generate a common menu de?nition such as a ‘File’ menu 

de?nition need only ensure that the action types that are 
Within the menu entry list of the File Menu type 240 have 
already been created and a call back function has been 
registered. If this is not the case, the action Will not be 
included Within the menu entry list Within the menu de? 
nition instance. This has certain advantages in that common 
menu de?nitions can be used to create application menus 
Without the application having to support all the actions 
Within the set. 
Menu Type attributes 242 are set and queried through the 

Menu De?nition object 230. Therefore the Menu De?nition 
object 230 supports certain methods, to provide the capa 
bility to perform certain functions, for example: 

set and query the attributes of the menu de?nition object 
notify any ‘observers’ When any attributes are changed 
save and restore menu de?nition attributes 
By providing standard action and menu Types, user 

interface consistency is increased as is development produc 
tivity. HoWever, it Will be apparent to those skilled in the art 
that the concept of action objects and menu de?nitions can 
be implemented Without using prede?ned action 210 and 
menu 240 types. For instance, by de?ning all the vieW 
attributes for a Print action Within a single action object 200 
directly (rather than by reference to a Print action type), this 
Will still enable multiple vieWs of the print action to be 
created and multiple selection mechanisms to be supported. 
Further, any number of menu de?nitions may still contain 
the same action object and any number of ‘collective vieWs’ 
may be created from the same menu de?nition. 

Once a menu de?nition instance 230 has been created, 
standard collective vieWs can be created from a single menu 
de?nition. These vieWs include a standard menu bar 250, a 
standard tool bar 260, a context menu or pop up menu, and 
an accelerator table 270 (the accelerator table 270 Will be 
discussed in more detail during the description of FIG. 4). 
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Other standard collective vieWs might include a speech table 
and a gesture table. 

Customisation alloWs the user to change any of the visual 
attributes of the action, i.e. the menu text, the tool bar 
graphic, the hover help, etc. Further, in preferred 
embodiments, the Action FrameWork 10 provides an Action 
Palette vieW 280 Which provides a list of all the available 
actions Within the system that have a displayable attribute. 
This standard action palette vieW 280 is preferably drag 
drop enabled, and alloWs the user to add actions to visual 
collective vieWs. It also alloWs the user direct editing 
capability of attributes of an action. Through noti?cation 
betWeen this standard vieW 280 and the noti?cation Within 
the base action object 200, all collective vieWs generated 
from a menu de?nition Will automatically update With the 
neW attributes as changes are made. 

Customisation also alloWs the user to change visual 
attributes of menu de?nitions 230, like the menu text, the 
tool bar graphic and hover help. Since the menu de?nition 
is a dynamic hierarchical sequence of actions, the user can 
delete and add entries Within visual collective vieWs, or 
reorder them if required. Any customisation of menu 
attributes or content are automatically noti?ed to any col 
lective vieWs on that object. This again alleviates the amount 
of Work that is needed by a developer to provide vieW 
concurrency betWeen vieWs on menu de?nitions. 
To cope With a user accidentally deleting actions that are 

actually needed, in preferred embodiments the full set of 
actions are alWays available from Within the standard action 
palette vieW 280. 
By employing the context attribute in a menu de?nition, 

menus can be de?ned that are only displayed to the user 
When a certain context state is true. Current context is 
associated With an application WindoW or client area, and 
usually relates to user selection. By adding current context 
to the WindoW or client area that a collective vieW is 
associated With (eg a menu bar is alWays attached to a 
WindoW), the menu de?nition becomes an observer of this 
WindoW or client area attribute. If its oWn internal context 
attribute does not match the current WindoW or client area 
context, it can notify all vieWs on itself to hide, and vice 
versa, if the context does match it can notify menus to 
display. This feature enables automatic context behaviour on 
any collective vieW. 
The How of control for performing a task as a result of a 

user selection in accordance With the preferred embodiment 
of the present invention Will noW be described With refer 
ence to FIG. 4. 
The user may have a number of input mechanisms avail 

able to select actions through a graphical user interface. FIG. 
4 shoWs three separate Ways to invoke a ‘Print’ action, 
namely a mouse selection on a menu bar entry 300, a mouse 
selection on a tool bar button 310 or a key combination of 
‘Ctrl+P’ through the keyboard 320. 
When the standard collective vieWs of the menu bar and 

the tool bar are constructed from a menu de?nition instance, 
they iterate through the list of menu entries and create a 
WindoW for each action instance that is Within the list. The 
unique action identi?er 214 is used for the WindoW identi?er 
for the associated menu entry or tool bar button that repre 
sents the action. Therefore, When the user selects either the 
tool bar button or menu entry, the event that is generated and 
routed through the System Event router 330 matches exactly 
to the action instance that needs to be called, since it includes 
the unique action identi?er 214. The generation of an event 
is provided by the standard WindoWing massaging system 
Within a GUI. The system event router 330 then represents 
the function provided by the identifying means 4 illustrated 
in FIG. 1. 
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When the standard collective vieW of the accelerator table 
270 is constructed from a menu de?nition, it also iterates 
through the menu entry list for action instances. For each 
action instance in the list, the accelerator table object 
requests from the action instance its accelerator data and 
adds the returned key combination With the action unique 
identi?er 214 to its internal look up table. The internal look 
up table is a list of accelerator data 275. Further a WindoW 
ID is stored providing the relationship betWeen the set of 
active keystrokes that enable actions through the keyboard 
and the active WindoW Within the GUI that these actions 
interact With. When a key combination is pressed by the 
user, the accelerator table checks against its lookup table to 
see if the key sequence has been registered against an action. 
If it has, it generates an event using the unique action 
identi?er 214 Which in turn is routed through the System 
Event router 330 and matches exactly to the action instance 
that needs to be called. Then, When the action 200 receives 
an event, it calls the registered call back function 220 to 
invoke the task. 
From the above discussion, it Will be apparent that the 

system of the preferred embodiment achieves single event 
generation from multiple vieWs. Therefore the application 
does not need to concern itself With hoW the user generated 
the call. Using the mechanism of the preferred embodiment, 
the common action vieWs query the attributes of the action 
object directly, all the necessary data is held in one place, 
and With automatic vieW concurrency, the application devel 
oper no longer has to Worry about keeping action vieWs 
synchronised With each other. 
We claim: 
1. A computer system having a user interface through 

Which a user can select an action in order to invoke a desired 

operation, the action being selectable by a plurality of vieWs 
provided via the user interface, the system being character 
ised by: 

means for providing a single object-oriented action object 
to represent an action, the single object-oriented action 
object (200) de?ning, for each of said vieWs that can be 
employed to represent that action, the attributes (212) 
required to provide that vieW, and an identi?er (214, 
218) to identify the operation (220) to be invoked upon 
selection of the action; 

identifying means (4) for identifying When a user selec 
tion of a vieW has occurred from one of a plurality of 
selection mechanisms, and for informing the associated 
action object (200) of that selection; 

the action object being responsive to the identifying 
means (4) to employ the identi?er of said single object 
oriented action object to generate a command to invoke 
the desired operation. 

2. A computer system as claimed in claim 1, Wherein the 
computer system is connectable to a display device (55) to 
display a graphical user interface, and at least one of the 
vieWs that can be employed to represent the action is a visual 
vieW displayable via the graphical user interface, the 
attributes de?ned in the single object-oriented action object 
for said at least one of the vieWs including data required to 
produce the visual vieW. 

3. A system as claimed in claim 2, further comprising an 
action palette vieW (280) Which is displayable on the display 
device (55) to provide a list of available actions for said 
single object-oriented action object. 

4. A system as claimed in claim 1, further comprising 
construction means (6) for constructing a collective vieW of 
actions from a menu de?nition (230) de?ning the collective 
vieW, the menu de?nition having entries (232) identifying 
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action objects and/or other menu de?nitions to be repre 
sented by the collective vieW, and the construction means (6) 
being arranged to reference these action objects and/or other 
menu de?nitions in order to construct the collective vieW. 

5. A system as claimed in claim 4, Wherein the menu 
de?nition further comprises conteXt information de?ning 
When a collective vieW should be displayed or enabled for 
selection by a user. 

6. A system as claimed in claim 1, Wherein the identi?er 
de?ned in the action object comprises a unique identi?er 
(214) for the action object and a call back mechanism (218) 
to invoke the desired operation (220) upon selection of the 
action object. 

7. Amethod of operating a computer system having a user 
interface through Which a user can select an action in order 
to invoke a desired operation, the action being selectable by 
a plurality of vieWs provided via the user interface, the 
method being characterised by the steps of 

(a) providing a single object-oriented action object (200) 
to represent an action, the action object de?ning, for 
each of said vieWs that can be employed to represent 
that action, the attributes (212) required to provide that 
vieW, and an identi?er (214, 218) to identify the opera 
tion (220) to be invoked upon selection of the action, 
said action object being responsive to such selection to 
employ said identi?er to invoke the desired operation; 

(b) identifying When a user selection of a vieW has 
occurred from one of a plurality of selection 
mechanisms, and 

(c) responsive to identi?cation of a user selection of a 
vieW, informing the associated action object (200) of 
that selection, thereby to invoke the desired operation 
utiliZing said single object-oriented action object. 

8. A method as claimed in claim 7, Wherein the computer 
system is connectable to a display device (55) to display a 
graphical user interface, and at least one of the vieWs that 
can be employed to represent the action is a visual vieW 
displayable via the graphical user interface, the attributes 
de?ned in the single object-oriented action object for said at 
least one of the vieWs including data required to produce the 
visual vieW. 

9. Amethod as claimed in claim 8, further comprising the 
step of providing an action palette vieW (280) displayable on 
the display device (55) to provide a list of available actions 
for said single object-oriented action object. 

10. A method as claimed in claim 7, further comprising 
the step of constructing a collective vieW of actions from a 
menu de?nition (230) de?ning the collective vieW, the menu 
de?nition having entries (232) identifying action objects 
and/or other menu de?nitions to be represented by the 
collective vieW, the step of constructing involving referenc 
ing these action objects and/or other menu de?nitions in 
order to construct the collective vieW. 

11. A method as claimed in claim 10, Wherein the menu 
de?nition further comprises conteXt information de?ning 
When a collective vieW should be displayed or enabled for 
selection by a user. 

12. A program product for use With a computer system 
having a user interface through Which a user can select an 
action in order to invoke a desired operation, the action 
being selectable by a plurality of vieWs provided via the user 
interface, the computer system further having a processor (2) 
for running an application (7), and a memory (15) for storing 
data used by the application (7), the program product being 
arranged to provide the folloWing functions When loaded in 
to the memory (15) of the computer system: 
means for providing a single object-oriented action object 

to represent an action, the action object (200) de?ning, 
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for each of said views that can be employed to represent 
that action, the attributes (212) required to provide that 
vieW, and an identi?er (214, 218) to identify the opera 
tion (220) to be invoked upon selection of the action; 

identifying means (4) for identifying When a user selec 
tion of a vieW has occurred from one of a plurality of 
selection mechanisms, and for informing the associated 
action object (200) of that selection; 

the action object being responsive to the identifying 
means (4) to employ the identi?er of said single object 
oriented action object to generate a command to invoke 
the desired operation. 

13. Aprogram product for use With a computer system to 
develop an application, the application being intended for 
use on a system having a user interface through Which a user 
can select an action in order to invoke a desired operation, 
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the action being selectable by one or more vieWs provided 
via the user interface, the program product being arranged to 
provide the folloWing functions When loaded on the com 
puter system used to develop the application: 

generation means (5) for generating a single object 
oriented action object to represent an action, the action 
object (200) de?ning, for each of said one or more 
vieWs that can be employed to represent that action, the 
attributes (212) required to provide that vieW, and an 
identi?er (214, 218) to identify the operation (220) to 
be invoked upon selection of the action; that action 
object being responsive to such selection to employ the 
identi?er of said single object-oriented action object to 
invoke the desired operation. 

* * * * * 


